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This is a section of the Final Report of the 
National Study of American Indian Education, which has been 
funded by the United States Office of Education. 
The work reported here is part of a large Uni-
versity of Minnesota project, which has been financed from 
several sources. 
A Note on the NATAM Curriculum Series 
This curriculum unit was prepared by a Minnesota~school teacher. 
The teacher has recently completed a University course {H.Ed. 111) on 
Indian education offered through the College of Education and the 
General Extension Division during the Spring Quarter, 1970. The course, 
greatly strengthened by the active participation of the Indian Upward 
Bound Program at the University of Minnesota, grows out of an attempt 
to deal with certain problems noted in the University of Minnesota 
aspects of the National Study of American Indian Education. 
We believe this unit to be of possible value to Minnesota school 
teachers. We offer it as an example of what one teacher can do, after 
minimal preparation, toward developing curriculum materials on a "solo" 
basis for personal classroom use. 
Efforts of this kind are obviously not professional in the strictest 
sense. Yet they do offer Minnesota teachers with some immediately 
useable materials, written by their colleagues as the latter develop 
expertise within a new area of personal int_erest and growing competence. 
In this sense,\ the NAT.AM Curriculum Series offers the chance to provide 
a needed service and to test a staff development model. 
We solicit your connuents on any aspect of this series. 
The Coordinators 
Purpose: 
Much of the Indian's time was spent in playing games of sport 
and skill; many of these games were the beginnings of games children 
and adults play today. It is important to an understanding of Indian 
culture that these games and sports be studied as an integral part of 
the Indian's daily life. By participating in the activities of the 
Plains and Woodland Indians, the students of Columbia Heights School 
have an opportunity to perhaps truly feel part of the heritage of the 
American Indian. 
..; 
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Cries that were similar to, "Play ball" and 11Button, button, who's 
got the button?" echoed throughout most of North America hundreds of years 
before Christopher Columbus set sail on his historic voyage of discovery. 
Indian life five hundred to a thousand years ago wasn't easy. Yet, 
like most of us, the Indians weren't content with a humdrum existence. 
They still found time for play and recreation. 
Like the games of most other primitive peoples, Indian games were 
not played merely for amusement. Many were games of chance often played 
for high stakes. Many games were closely tied in with ceremonies and rituals 
and could only be played at certain times of the year. Some games might 
bring rain for crops or game animals to hunters or cure sickness or frighten 
av1ay evil spirits or, as some Indians believed, even keep the sun and moon 
moving in their proper places • 
Indian children made their own toys and games or had their fathers 
and mothers or older brothers and sisters make them. And they used whatever 
was handy - sticks, stones, bark, leaves, grass, reeds, shells, animal skins, 
berries, nuts, seeds, feathers, branches, squash, gourds, animal and bird 
bones, corncobs and cornhusks. 
Many of their games were similar to those still being played today-
hide and seek, follow the leader, blind-man's bluff, button, button, various 
kinds of ball games, guessing games, playing house, and hunting and warfare 
games. 
In some ways, toys and games haven't changed greatly during the 
past few thousand years. To a child, toys and games are play things, things 
to have fun with. To parents, they are usually thought of as things to keep 
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children amused and out of mischief for a few hours. Today, we have added 
what we call educational toys, toys that teach children to learn by doing. 
Yet educational toys aren't new. Instruction through play was common in most 
American Indian nurseries; some of their play was pure fun, but a lot was 
practice for future warfare, hunting, farming and keeping house. 
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I. Introduction 
A. General over-all view of the course by the instructors. 
B. Discuss the importance of play by the Indians in relation to 
developing and expanding the attitudes and understandings of these 
people. 
c. Play, games, and sports provide a person-to-person, people-to-people 
relationship among the players. They connect the players with the 
people from whence the activities have come. 
D. Bring in to class Indian speakers to discuss Indian values and 
cultures. 
E. Use all the audio visual material you can to relate experience 
to the class. 
II. Objectives 
A. Knowledge and understanding of the Indian games and rules. 
B. A positive attitude toward the Indian and his games. 
C. The traditional games and sports reveal the culture and traits 
of a people. 
D. A development of basic skills in running, throwing, dodging, 
hitting, and jumping. 
E. To develop, through these Indian activities, greater physical 
fitness and a better understanding of these people. 
III. Time for Unit 
A. This will be a five week unit for 10th, 11th, and 12th grade 
physical education classes. 
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IV. Equipment Needed 
A. Playground balls ( 3) 
B. Shuttle cocks and wooden paddles 
C. "Cosom" plastic hockey sticks (24) 
D. Soccer balls (4) 
E. Old stockings stuffed with cloth (4) 
F. Twenty feet of cord 
G. Playground balls (4) 
H. Forty to fifty short sticks 
I. Two bean bags attached by two foot straps 
J. Footballs (2) 
K. Block of wood 5" x 211 x 2" 
L. Wood sticks 4' x 2' x 2" (24) 
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GAMES AND SPORTS 
Archery Game 
Ages: Teens Supp lies : Arrows 
Players: 2-10, single, group informal Activity-pastime: throwing 
Place: Out of doors Appeal: competition, skill 
Each player is equipped with several arrows made out of twigs about 
two inches long with three feathers fastened to each arrow. The arrow 
is held between the forefinger and thumb (as one holds a pencil). The 
game is started by one player throwing an arrow a distance of about twelve 
feet. A second player throws, aiming so that the feathers of his arrow 
touch those of the arrow on the ground. If he succeeds, he takes both arrows 
and makes a throw with one of them. The third player aims at the arrow 
on the ground: if he fails, his arrow remains in place and another player 
takes his turn. The game continues, and each player claims the arrows 
that are touched by his arrow. The player first claiming all the arrows 
wins. 
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Ball Play 
Age: This game is offered as backgrotmd 
material rather than for actual 
teaching 
Players: 20 or more; two-group informal 
Place: out of doors 
Supplies: Playground ball 
Activity-athletic: catching, 
throwing, running 
Appeal: competition, problem 
solving, skill 
It was a strenuous gan:e 't-1hen played by the Indian· braves,· because 
of the large playing area and the absence of rest periods throughout the 
game. Each side had its goal, 250 paces from the middle of the field. The 
goal posts were 6 feet apart and about 6 feet high, with a crossbar at 
the top. 
The Indians had umpires who were usually the old men of the tribe, 
and their chief duty seemed to be to watch the articles that were wagered 
by the enthusiastic spectators. 
The players were divided into two sides with one on each side acting 
as captain. One of the umpires started the game by tossing the ball into 
the air, and the players of both sides rushed to catch it. As soon as a 
player caught the ball, he threw it toward the opponent's goal. An alert 
opponent rushed to catch it and send it back. The players were allowed to 
snatch or knock the ball from another's hands. The game continued until 
one side had thrown the ball through the opponent's goal. After a goal, 
the ball was immediately thrown back by the side that did not score, 
instead of being carried to the center as in most ball games of this type. 
The team that threw the ball between the opponent's goal one hundred times 
was the winner. The Indians were so skillful and alert that they played a 
very fast game. 
It was a ball game of this type that was used as a disguise before the 
terrible massacre at Fort Mackinaw, which took place after the French and 
Indian War, during the Pontiac conspiracy. 
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Battledore and Shuttlecock 
Ages: teen 
Players: 4-12; single group, circle 
Place: gynmasitnn; out of doors 
Supplies: shuttlecocks, wooden 
paddles 
Activity-pastime: striking 
Appeal: competition, skill 
The players stand in a ring and each bats the shuttlecock to his 
neighbor on his right. If the one batting the shuttlecock sends it 
behind his neighbor, he must drop out of the ring. If the one to whom 
the shuttlecock is batted fails to bat it on properly to his neighbor, 
he must drop out of the ring. In this way the circle contracts and the 
last one in is the winner. 
The shuttlecock is made of a stout twig to which three feathers are 
tied securely. The battledore is made of a circular board, 9 inches ·· ,· · 
in diameter, attached to a wooden handle. 
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California Relay 
Ages: teen Activity-relay: running, striking 
Players: 20 or more; two group; file Appeal: competition, problem 
solving, skill 
Place: out of doors 
Supplies: playground balls, hockey 
sticks 
A starting line is drawn on the ground on which are placed two balls 
eight feet apart. The captains take their positions beside the balls. 
Behind each captain, down the field in a file, is stationed his team. 
Each man stands 100 feet from his neighbor, and the goal is 100 feet beyond 
the last player. (Shorter distances may be used although the Indians used 
distances of 500 feet). Each player is responsible for the section of the 
track directly ahead of him. 
A cry of "Hit" is the signal for the captains to strike their balls 
down the course using a hockey stick or something similar. If the ball 
does not go the allotted distance in one stroke, the captain runs forward 
to give the ball another stroke. He counts in a loud voice each drive 
as he makes it. When the ball passes into the territory of the second man 
this player waits while it rolls as far as possible and has fully stopped 
before striking. The object of the game is not speed but few strokes. 
The second man, counting the score out loud, sends it down the track to 
the third player and so on. The team that drives the ball over the line 
in the fewest number of strokes wins. 
This game may be played on ice and the teams play on skates. It also 
is adaptable to soccer skills of kicking and passing. 
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California Relay Football 
Ages: teen (boys) 
Players: 8-12; two-group; line 
Place: out of doors 
Activity-relay: kicking, running 
Appeal: competition, problem solving, 
skill 
Supplies: football, goal stakes 
The field may be any straight level stretch of ground. At one end of 
the field two goals are placed, each of which is made by driving two stakes 
into the ground, 3 feet apart. The goals resemble gate posts. 
The teams line up in two parallel lines, each team facing its own 
goal. The players in each line are 20 yards apart and the last player is 
20 yards from his own goal. Twenty yards beyond the last player in each 
line, a ball is placed, and 50 feet beyond the balls stand two men who act 
as starters. 
At a signal, the starters dash forward and kick their respective 
balls down the field toward the first teamman, following the ball to 
give another kick in case the first does not send it across the entire 
distance. As soon as the ball rolls near the first teamman, he kicks it 
farther down the line after which he joins the starter in running down 
the field, ready to be of assistance. The second nan does likewise and 
thus the teams follow their ball down the field in two groups until all 
are gathered around the goals. The first team to send the ball through 
its goal wins the game. No handling of the ball or interference is per-
mitted. 
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Clown Game 
Ages: teen (boys) 
Players: 20 or more; single group; 
informal 
Place: out of doors 
Activity-relay: kicking, running 
Appeal: competition, skill 
Supplies: cord, playground balls 
The Indians have clowns, and like all clm..m.s, they often imitate events 
that take place about them. This century-old game was a great feature 
of the Zuni holiday activities. Although it is not played in definite 
relay formation, it is classed as_a relay because it is based on ''Kicking 
the Stick," a popular relay with Indian boys and men. 
In the place of a stick the clowns use a soft ball, known as a slinging-
ball, to which a loop of cord is fastened. The ball, about 4 inches in 
diameter, is usually made of buckskin stuffed with hair. However, in the 
Free Museum of Science and Art at the University of Pennsylvania, there is 
a slinging ball made of an old stocking to which is attached a braided 
cord 10 inches long. 
The players divide and stand on the starting line with their backs to 
the goal. Upon signal all contestants lie on their backs and· then lightly 
place the cord around the toes of the right foot. At a second signal, the 
players give a vigorous kick to send the ball over their heads down the 
field. Each player then runs to recover the ball and assumes the same 
position to send the ball toward the goal again. The first player to send 
his ball backward over his head through the two goal posts wins the game. 
There is often a great scramble at the end. 
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Dodge Ball 
Ages: 9-12 Activity-athletic: dodging, throwing 
Players: 12 or more; two group line Appeal: competition, problem solving, 
skill 
Place: Out of doors 
Supplies: playground ball 
Team I stands 12 feet from Team II. The first player at the head 
of Team I steps forward, and the opposite player of Team II tries to hit 
him with a soft ball. The player of Team I may dodge in any way as long 
as he does not move his feet. If the player of Team II succeeds in hitting 
him, he must become a member of Team II. If the player of Team II fails, 
he becomes a member of Team I. This continues until all of Team II have 
thrown at Team I. Team I throws at Team II in like manner. The winner 
is the team having won the greatest number of players from the opposing 
side. 
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Indian Wrestling 
Ages: 9-12 
Players: any number, couple, 
informal 
Place: gymnasium, out of doors 
Activity-stunt: balance, pulling, 
pushing 
Appeal: competition, skill 
Supplies: none 
Two players stand face to face with right foot forward and touching 
that of the opponent; the right hands are clasped and are directly over 
the center of the feet. The umpire says "Go, 11 or slaps the hands lightly 
and the wrestlers try to throw each other off balance by pushing,pulling, 
or swinging the hands. A player loses the match as soon as either foot 
moves from its place. 
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Kwai-thdao 
Ages: teen 
Players: 4 or more; single group 
informal 
Place: gymnasium, out of doors 
Activity-pastime: memory 
Appeal: problem solving 
Supplies: 40-50 short sticks, 
large handkerchief 
A set of forty or fifty sticks is divided into ten groups, representing 
the different numbers from 1 through 10. The number of chalk marks on any 
stick indicates the number represented by the stick. Sticks representing 
the same number are grouped together and all are placed in a row. The 
players take turns repeating from memory, blindfolded, the order in which 
the ten groups are arranged. 
Ages: teen 
Players: 6-20; two group; line 
Place: gymnasium; out of doors 
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KINXE 
Activity-athletic: catching, 
throwing 
Appeal: competition, skill 
Supplies: willow rings and spears 
A willow ring and a willow spear three to six feet long are needed 
for each player. (Yardsticks and quoit rings may be substituted). The 
players divide into bvo teams and line up in parellel lines. The lines 
are about 15 feet apart and the teams are facing. 
The captain of one team signals his men to start and the players 
cast their rings in the,;direction of their opponents. They try to confuse 
the opponents by the irregularity with which they throw the rings. They 
may throw them in a number of ways; all at one time; one or bvo at a time; 
or fling them in quick succession. The rin~s may be rolled along the 
ground or they may be cast flat through the air. 
As soon as the rings have been cast, the opposing team breaks fonvard 
from its line and tries to catch the rings, while they are still flying 
through the air or rolling along the ground, b)r thrusting their spears 
through the rings. The game is won if all the rings are captured. Each 
player is allowed to catch any number of rings on his spear. If the 
entire number is not captured, the rings are returned to the owners and 
the game continues, alternating from one side to the other until one team 
succeeds in capturing all the rings in a single flight. 
A simplified version of the game for unskilled players is to score 
one point for each ring that is captured. Allow each team the same number 
of rounds (a round is the casting of the rings by the players on one team). 
The tiam holding the highest score at the end of the game wins. 
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Saddlebags 
Ages: teen (boys) 
Players: 20 or more; ovo groups; 
informal 
Place: out of doors 
Activity-athletic: catching, running, 
throwing 
Appeal: competition, skill 
Supplies: 2 beanbags, attached by a 
strap; sticks 
This game is sometimes called "Squares 11 or "Sky Shinny." It is like 
lacrosse, the national game of Canada, but does ·not tequire expensive 
equipment. In the place of the lacrosse ball, two beanbags, 4 by 7 inches, 
are used. The bags are fastened together with a band of cloth about 2 
feet long. A strong stick that resembles a hockey stick is carried by 
each player. The bags are handled with the.stick since it is against 
the rules of the game to touch the bags with hands or feet. Rough play 
of any sort is not allowed. The bags iiiay·-be caught in the air, picked 
from the ground, or carried toward the goal. Also the bags may be thrown 
from the stick high in the air toward the goal. 
The playing areas are called prairies and are about the size of a 
football field. The goals at each end of the field are made of two 
upright posts and a cross-bar 10 feet from the ground. The players are 
divided into tribes called the braves or backs, and the goalkeepers or 
bucks. The captain of each team is known as the chief. 
The chiefs toss for choice of goal or fist cast and then place their 
men in their respective places. The play is started by the chief of one 
of the tribes taking the bags on his stick and casting them as far as he 
can toward the opponent's goal. One of the opposing braves tries to ~atch 
the bags on his stick. If he succeeds he then runs for the goal or passes 
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Saddlebags (continued) 
the bags on to a teannnate, as in American football. The opposing team 
may lift the bags from the stick of the runner or catch them as they are 
in the air, provided the runner's stick or person is not touched. The 
fair method of securing the bags from the runner is to slip the end of the 
stick under the bags and lift them off. 
The scoring of the game is as follows: 
One 'scalp' for running over the goal line with the bags; three 
scalps for throwing the bags under the cross-bar and between the space 
indicated by the upright posts; ten scalps for throwing the bags over 
the goal posts. Eight scalps are scored if the bags catch or hang on 
the cross-bar or the goal posts. When a score is made, play is started 
from the center with the side that did not score having the cast. · When 
the bags are thrown out of bounds, the umpire throws them where they went 
o~t, and the players on both teams stand in the places where they were 
when the bags crossed the line. 
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Seashore Football 
Ages: teen (boys) 
Players: 20 or more; two groups; 
,informal 
Place: out of doors 
Activity-athletic: kicking, running 
Appeal: competition, skill 
Supplies: football, four long sticks 
Football was known to only a few Indian tribes, chiefly to the 
Algonquins of the New England seacocist and a few tribes of California. 
It is thought that a red-skinned athlete must have conceived and taught 
the game to his own people,for these Indians lived so far apart the could 
not have learned the game from one another. 
The field was a smooth, level stretch of seashore. At each end of 
this a goal was se't up. Two sticks thrust into the sand, leaning across 
each other like poles in a wigwam, served as a goal. A line was scratched 
on the ground, halfway between the goals. The players lined up 20 paces 
back of this dividing line, one team on either side, and each team faced 
his goal. The individual players were about 2 feet apart. The ball was 
placed on the center of the dividing line. 
Before beginning the game the players shook hands with their 
opponents, then took their places on the field. A sharp cry, the signal 
to begin, was given by an old man on the sidelines. The players rushed 
forward and tried to kick the ball through the opposing line to their 
home goal. If the ball was kicked into the water, the nearest players 
followed it. 
No player was allowed to kick a man's heels out from under him, but 
he could catch his opponent around the neck as a holdback until he, 
himself, could kick the ball. 
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Seashore football (continued) 
If dusk fell before a game was finished, the ground was marked 
where the ball was last in play and the game continued the following day. 
The Indians removed their moccasins and played barefoot. In order 
to disguise themselves they bedecked in all the glory of war paints. This 
was done so that if during the game any acciuent should occur to anger 
a player, it would be difficult to identify his opponent later and repay 
the grudge. 
One unique feature of football among the Indians of various tribes 
was that in the game the players were not allowed to throw the ball. They 
were skilled in controlling the ball by kicking it. The ple~sure of the 
game consisted of kicking the ball and racing after it to kick it again 
and again. 
.. 
... 
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Shinny (Wood) 
Ages: teen 
Players: any number; couple; 
informal 
Place: out of doors 
Activity-pastime: running, striking 
Appeal: competition, skill 
Supplies: sticks, wood block 
This is a game for two players. A block of wood about 5 inches 
long and 2 or 3 inches in diameter is laid on the ground. Starting from 
this point the players take fifty steps in opposite directions, and scratch 
a long line on the ground which serves as the opponent's goal. Standing 
on this line the players face each other and count together in a loud voice, 
"One, two, three!'' On 'three' they rush toward the wooden block. The 
one who succeeds in first putting his foot on it has the right to take 
aim with his stick and strike the block toward the goal that was marked 
for him. As soon as he hits, the two players stand shoulder to shoulder, 
count "one, two, three" and again race forward. The one that first sets . 
his foot on the block has the right of the next stroke. Thus the game is 
played back and forth between the players until one of them sends the 
block across his line. 
.. 
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Snow Snake 
Ages: teen Activity-pastime: throwing 
Players: 4 or more; single group; Appeal: competition, skill 
informal 
Supplies: notched sticks 
Place: out of doors 
The players stand at a given line with three to five smooth but 
somewhat heavy sticks each. The sticks are marked, the first stick has 
one notch, the second has two, the third has three, and so on. The sticks 
are thrown one at a time so as to skim over the hard surface of the ice. 
When each player has thro~m one stick the score is counted. The stick 
thrown farthest wins for its owner the number of points or the number of 
notches on the stick. These sticks are put to one side and others are 
thrown and score in the same manner, and so on until all sticks have 
been thrown. The winner may be the one with the highest score at the end 
or a certain number may be set for the winner, usually some number from 7 
to 10. 
When played in the soft snow the game is not unlike bowling. A 
long groove from 10 to 18 inches deep is cut in the snow and serves as 
the alley, the snow snake being thrown down in the groove. 
This game may well be considered the national game of the Iroquois. 
Its popularity through the centuries is due to the amount of skill that 
can be put into throwing the,snow snake. 
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V. Evaluation 
.. 
A. Written test on rules of games taught. 
B. Variety of skill tests 
C. What the students liked or disliked about the unit. 
D. Encourage the players to analyze their weak points and to discuss 
ways of improving them. 
E. Comment upon the good points of the situation. 
" 
, 
.. 
;, 
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